Abstract
Introduction
Recently, Mobile learning is growing explosively. With the development of the internet, wireless communication technology and mobile device, mobile commerce becomes more and more popular. Mobile learning enables you to do study in any time, any place [1] [2] . The mobile communication revolution has led to pervasive "connectedness"-as evidenced by the explosive growth of instant messaging in the home, and more recently, the enterprise-and, together with the convergence of mobile computing, provides a basis for extending collaborative environments toward truly ubiquitous "immersion." To leverage the true anytime/anywhere access is afforded by mobile computing [3] .
M-learning is popular nowadays since it can realize the study of any where and anytime. However, many experiences tell us that m-learning cannot last for long period. Because the noisy circumstances in public are causing an obstruction to efficient study. Fortunately, the development of web2.0 can make up for this deficiency. Centering on individual, self-organization and harnessing collective intelligence, web2.0 can increase learners' initiative and enthusiasm. As we know, m-learning offers a lot of advantages and allows the learning event to become really "time and space independent". Compared to traditional learning, mobile learning bring new changes in the learning model. Firstly, the model changes from individual learning to social learning, which can maximize knowledge usage by sharing and exchanging information. Secondly, learning become informal that allows learners to take the devices anywhere and any time. Thirdly, instead of simple delivery, learning model becomes situated cognition, which can bring better understand and more efficient memory [8] .
Mobile Learning of TVET Structure
The mobile learning is a system and process that connects learners with distributed learning resources. While distance learning takes a wide variety of forms, all mobile learning are defined by three main characteristics: firstly there is the separation of place and/or time between instructor and learner, among learners, and /or between learners and learning resources; secondly there is interaction between the learner and the instructor, among learners and/or between learner and learning resources conducted through one or more media (the use of electronic media is not necessarily required) and thirdly the learner is an individual or group that seeks a learning experience offered by a provider. The provider is an organization that creates the learning opportunity. The provider approves and monitors the quality of the learning experience. Providers include schools, colleges and universities, business and industry, professional associations, labor unions, government agencies, the military and other public and private organizations [4] . Vocational training in this research refers to before job training for non employed residents and on the job training for working staff. There are several ways of implement, including cultivating training, technical training, in service training, job transition training and training for workers with physical and psychological problems. Vocational trainers are tutors who directly focus on the study of the trainees and impart knowledge and skills to them. If necessary, vocational trainers give useful advices to the trainees in class instruction or other activities. The vocational trainers have highly professional and rich teaching experience as well as other particularities. There are some basic abilities of them, such as the oral expression ability, ability of course design and evaluation, ability of teaching material and teaching plan composing, application of proper instruction approaches, as well as producing and applying teaching media [5] .
For the technology and media selection, the decision-making frameworks for selecting the most appropriate learning technologies were elaborated is shown as Table 1 . 
Mobile Platform Learning
The convergence of mobile communications and handheld computers offers the opportunity to develop technology that will assist individuals and groups to learn anytime, anywhere [6] . Emerging mobile technologies provide a vehicle for evolving threaded discussion to a third generation (3G) that better emulates face-to-face discussions by delivering the discourse, in device-scaled form, to the participants in real time wherever they are. Constructivist learning has taken on increasing attention in the popular shift of instructor/learner roles toward a learner-centric model. Constructivism emphasizes the ability of learners to build their own knowledge and understanding of a given topic. As mobile computing clients have evolved, they have incorporated the ability to access many different types of networks from centralized LANs and Wide Area Networks (WANs), to 802.11 hotspots, and peer-to-peer connectivity via infrared, Radio Frequency (RF), and Bluetooth. The presence of all these options in single devices opens up the possibility of extending ubiquitous access beyond the reach of current telecommunications build-outs. On the other hand, users can connect directly with other devices using peer-to-peer networks, bypassing the centralized networks and servers to share data directly with each other is shown as Figure 1 Mobility is quickly being embraced by the learning community and promises to effect dramatic changes. Aside from providing true anytime, anywhere access to resources, mobile devices can be used as data collection tools for students conducting primary research, and in support of direct client interaction in professional disciplines like instrument marking, mechatronics and instrument testing and control [7] .
Web2.0 and Mobile Learning
Web2.0 has been prevailed in internet. The most outstanding traits of web2.0 are harnessing collective intelligence, centering on individual and selforganization, which can increase learners' initiative and enthusiasm. Mobile learning devices may include: palmtops (or handhelds), Personal Digital Assistants (PDAs), mobile or smart phones, special handhelds (e.g. dictionaries, graphical calculators, and spellcheckers). It is to be noted that, generally speaking, laptops -which in principle are "mobile devices" -are not included in such definitions, because their portability is limited and their size and weight do not allow an everywhere use. Web2.0 is a catch-all term to describe a variety of developments on the web and a perceived shift in the way the web is used. This has been characterized as the evolution of web use from passive consumption of content to more active participation, creation and sharing -to what is sometimes called the read/write web. There are a series of tools that support web2.0, including blogs, wiki, podcasting, SNS, Social bookmarking, tags, RSS, IM, etc [8] .
RuBee (IEEE 1902.1) Protocol
RuBee is a bidirectional, on-demand, peer-to-peer network protocol that uses long wavelength transceiver mode under 450 kHz [9] . This protocol can work with networks of many thousands of tags and has an area range of 10 to 50 feet. The battery life of tags is about 10 years. Rubee is getting support from companies such as Metro, Motorola, IBM, Sony, Panasonic and NCR for its character of working in harsh environments such as near steel or water and around corners, where RFID or ZigBee protocol is not applicable to. On June 8, 2006, the IEEE-SA Standards Board approved P1902.1 project-Standard based on Rubee protocol [10] . IEEE P1902.1 will offer a realtime, tag-searchable protocol using IPv4 addresses that run at speeds of 300 to 9,600 Baud. Individual tags and tag data may be viewed as a stand-alone, web server from anywhere in the world. Each enabled RuBee tag can be discovered and monitored over the World Wide Web using popular search engines such as Google or via the Visible Asset's Tag Name Server. Interpretabilities of different Corp.'s devices are also defined in specifications. RuBee networks and tags are distinguished from most RFID tags in that they are unaffected by liquids and can be used underwater and underground. IEEE P1902.1 devices will be able to be used as implantable medical sensors having a 10-to-15-year battery life,
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Chwen-Fu Horng, Gwo-Jiun Horng depending on the number of reads and writes. The ability of RuBee tags to maintain performance around steel, so they work well when steel shelves are present, removes a key obstacle for low-cost deployment of RFID in retail, item-level tracking environments.
Near Field Communication for mobile learning information
In this paper, we present an assessment of NFC for future mobile payment systems. NFC is expected to become a very trendy technology for mobile services, more specifically for mobile payments. As these technologies were not making mobile payments very convenient and easy to use, companies are now testing new schemes based on NFC. To a certain extend, NFC is the fusion of a contactless smartcard (RFID) and a mobile phone. Mobile phone can therefore be used like a contactless card. NFC has a shorter range than other wireless technologies embedded in a phone (e.g., Bluetooth, Wifi). Another great feature of NFC is that mobile phones are capable to act as RFID tags or readers. This ability creates many opportunities for innovative services. There are several recurring examples used to illustrate the new possibilities offered by NFC [11] .
It is obvious that we need a great variety of devices that we have placed in the environment around us with wireless connection capabilities. Therefore, a new short range wireless connectivity technology NFC, has appeared [12] . Philips and Sony developed this technology in 2002. It is a combination of RFID and interconnection technologies. NFC uses a high frequency band of up to 13.56 MHz, with a data transmission speed of 424 Kbits/s and a reach of 3 cm. It was deliberately designed to be compatible with the RFID tags operating in this band (ISO 14443), but incompatible with the standards of EPC global [13] . In 2002, international ECMA published the open standard 340 "NFC Interface and Protocol", which was adopted by ISO/IEC with the number 18092 one year later. NFC systems consist of two elements, the Initiator, as its name indicates it begins and controls the information exchange (called reader in RFID); and the Target that responds to the requirement of the initiator (called tag in RFID). In addition, there are two modes of operation: Active and Passive. In the active one, both devices generate their own field of radio frequency to transmit data (peer to peer). In the passive one, only one of these devices generates the radiofrequency field, while the other is used to load modulation for data transfers.
It is important to mention that, although the NFC protocol can be installed in any electronic device, our interest will be centered on NFC-enabled cell phones. In this case, the model changes absolutely. While in the RFID one, the model combines the "who", "when" and "where" aspects, now there are some distinctions. The "when" aspect is not needed because is the user who decides when the action begins. In addition, another important feature is that users store the information needed to obtain services in their mobile phone.
With NFC technology, the context information is included in tags. Therefore, we can place a group of these around a building in some places: door, board, PC displays and so on. The architecture is shown in Figure 1 . The mobile phone interacts with the information contained on every tag (about 1Kb). With it and the capabilities of the mobile phone, process, communication and storage, it is possible to offer a context-awareness in these places in Figure 3 . Moreover, three more connections are present: phonephone, phone-reader, tag-reader.
Mobile operators are in a good position for providing NFC and identity-based services, because the operators already have a large identified customer base, and they could distribute the NFC tags in a similar ways as the SIM cards are distributed to the end-users. In this section, we focus on how the combination of NFC and identity management could be realized, and what kind of pervasive applications it could enable.
One of the biggest blocker in the development of NFC-based service is the rarity end-user devices. So far, the services have used dedicated cards, but the situation will change significantly as the new NFCenable mobile phones emerge. The services can be divided into local and networked in terms of their interactions. In a locally interacting service, a tag is read by a reader device, and the service runs and is consumed directly on the reader device usually by a client application [14] . 
Peer-to-Peer for Learning by Using NFC
The Peer-to-Peer System (P2PS) provides electronic transfer of cash between two owners of NFC-enabled mobile phones based on the similar principle of the MCS. The mobile phones exchange a common URL and connect to the Goods and Payment Portal (GPP) for fund transfer. This system targets private transaction such as an E-Bay meet-up transaction, and small time merchants who do not wish to be burdened with the cost of owning equipment for the other non-cash payment methods.
Conclusion
When the functions of a card are combined with the wide variety of functions of a mobile phone, the card evolves into a device whose resulting value is greater than just the value of the two devices added together. Intelligent environments need interactions capable of detecting users and providing them with good quality contextual information. It presented the adaptability of two technologies the RFID and the NFC. In the first one, the interaction is more appropriate into intelligent environments but, in the second one, the same technology RFID placed into mobile phones, produces context-awareness capabilities by a single user interaction, so the benefits to adapting NFC technology are important. In addition, the system structure for the model, the visualization of information and the interaction.
